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The Youth and Recreation Branch of the Ontario Department of 
Education has co-operated with the Ontario Soccer Association in 
the preparation of this revised handbook for coaches. 


The manual is a guide to a sport that is growing in popularity 
throughout Canada and particularly in Ontario. The increase in 

the numbers of players and teams in Ontario is largely due to 

the program of leadership development carried out by the provincial 
Association. Since 1965 this program has provided hundreds of 
competent and enthusiastic leaders. 


The new leaders, in turn, have initiated programs that provide 
Ontario youngsters with additional opportunities to enjoy this 
vigorous sport in an environment suitable to the level of skill they 
achieve. 


The teaching techniques suggested in this manual are applicable 
to those who play soccer for fun and recreation as well as to those 
who look forward to competition and the development of high-level 
skills. 


R. E. Secord 
Director, Youth and Recreation Branch 
Ontario Department of Education 


ACKNOWLEDGEMENTS 


Football Association Series 

Football — S. Savin, M. Sushkov 

The FA Guide to Training and Coaching — Allen Wade 
Soccer — Arpad Csanadi 

Soccer for Thinkers — Malcolm Allison 


Understanding Soccer Tactics — Conrad Lodziak 


HOW SOCCER STARTED 


Early Romans, according to history, had a team game where the idea 
was to force a ball over their opponent's line. 


It's possible the Romans played this game during their occupation of 
Britain. We do know for sure that football games were played every 
Shrove Tuesday at Chester, a town the Romans founded. That same 
day, many other football games were played in England and Scotland, 
including one at Midlothian between married and single women. 


Football had tremendous appeal to players and spectators. As its popularity 
grew, games were played on days other than holidays. Eventually various 
Kings of England had to prohibit football because it interfered with their 
armies! Despite laws, people kept on playing. There is a record of a 
game in 1602 with the goals three miles apart! By 1801 the length of 

the field was established at from 80 to 100 yards. The ball was a bladder 
covered with leather. The game was boisterous. 


In the 1800's the game was still called football but there were two main 
forms. One was a kicking and carrying game known as rugby. The other 
was a kicking only game known as association. Association was shortened 
to assoc. In time the word 'assoc' became soccer. 


The Cambridge Rules were set and adopted by the first league formed in 
Manchester in 1888. Present day rules stem in part from these regulations. 


Soccer games were played in Ontario more than 75 years ago. In 1901 the 
Ontario Soccer Association was formed and has administered the game 
since then. 


Today the game has the support of education and recreation bodies and new 
Canadian groups. 


The growth in our province has been rapid. Thousands of youngsters play 
and derive satisfaction, fun and good exercise from it. 


Canada has successfully participated in World Cup, Olympic and Pan 
American Game tournaments. Enthusiasts at all levels are working 
towards making Canada a respected name in soccer. Perhaps some of 

the boys you coach will distinguish themselves in international competition. 


THE COACH 


The man who takes on the responsibility of coaching a soccer team is a 
special kind of man with special qualities. 


He should have a broad theoretical knowledge of soccer, a deep interest 
in his team and genuine enthusiasm that he can pass on to his players. 
He should understand people, particularly youngsters. 


Because coaching is a combination of experience and study, he should be 
willing to learn. The Ontario Soccer Association outlines a practical 
method of improving coaching skills in its Leadership Development Plan. 


The coach should be able to observe every detail of his players’ actions 

and analyze them. He should be able to tell the difference between faults 
and personal styles without confusing style with fundamental technique. 
Major faults should be checked first. Correction of these usually eliminates 
most minor faults at the same time. He should never let one player copy 
the style of another. Even though two players are taught exactly the same 
thing, the result in each case will be different and will bear the personality 
of the individual. 


The coach should be very careful to maintain a positive attitude towards 
each player. He should make a point of knowing and understanding his 
players and should show that he has confidence in and respect for them. 

He should have the ability to select and describe simply the basic elements 
of an activity and to know when further practice, advice or guidance is 
needed. He should have a broad knowledge of the body and its functions, 
especially with reference to training. He should have complete knowledge 
of the game skills from elementary body positions to the finest tactical 
points. 


He should accept sport as a part of human activity and recognize its con- 
tribution to the enrichment of life. 


Coach's code 


Soccer is a game for happiness. 
The laws of soccer should be regarded as mutual agreements 
the spirit or letter of which no-one should try to evade or break. 
Visiting teams and spectators are honored guests. 
No advantages except those of superior skill should be sought. 

. Officials and opponents should be treated and regarded as honest 
in intention. 
Official decisions should be accepted without looking angry no 
matter how unfair they may seem. 

. Winning is desirable. But winning at any cost defeats the purpose 
of the game. 
Losing can be a triumph when you've given your best. 

. The ideal is the greatest good to the greatest number. 

. In soccer, as in life, treat others as you would like them to treat you. 


THE PLAYERS 


Everyone reasonably fit and healthy is able to perform some athletic events. 
Naturally the standard reached will vary according to the interest and 
natural ability of each individual. To improve on the happy duffer stage, 

the player should have the necessary physical make-up, natural aptitude, 
mental outlook, co-ordination, ability to learn and ability to relax mentally 
and physically. 


To take an effective part in a game, a player should be able to run and play 
the ball at maximum speed and have the stamina to continue doing this for 
90 minutes. His skills should be perfected and co-ordinated into an 
effective technique. It is the coach's job to bring out and develop the most 
effective technique for each player. The player should learn as much about 
the game as he can. Unless he is willing to absorb his coach's instructions, 
he will probably never play to his capacity. 


He should have enthusiasm, determination, stamina, a positive outlook, 
and will power to fight against adversity. 


The team 


Training requirements for a team can be divided into four phases: 

1 Conditioning work to maintain fitness and natural aptitude. 

2 Progressive training to develop strength, speed and co-ordination. 
3 Games to improve skill and technique. 
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Competition to enable players and the team to reach peak form at 
the right time. 


To keep the players interested in their training program, the coach 
should work out a varied and interesting schedule. Imaginative, new, 
purposeful and objective exercises and skills should be introduced 
constantly. 


. From the start, it is important that the coach finds opportunities for 
players to think for themselves. 


- So that steady progression in performance is maintained, the coach 
should plan training schedules for each player and for the team. 


The quickest and perhaps the best way to increase a player's strength 
is by weight training. Many outstanding teams train with weights in 
their out-of-season preparation, and carry on with light workouts pre- 
season and during the season. The weight training program should be 
organized and supervised by a coach who understands the principles 
and methods of application. Generally, all weight training exercises 
should be performed fairly swiftly. The number of repetitions and 

the weight used would depend on the object of the exercise and the 
ability of the player. 


Finally, the success or failure of a coach does depend on the material 
he has to work with. Each player is different, and while the training 
methods outlined in this manual are basic, the coach should adapt 
them to suit his particular needs. 


Player's code 


Play the game for the game's sake. 
. Be generous when you win. 
- Be graceful when you lose. 
Be fair always no matter what the cost. 
Obey the laws of the game. 
Work for the good of your team. 
. Accept the decisions of the officials with good grace. 
Believe in the honesty of your opponents. 
Conduct yourself with honor and dignity. 
- Honestly and wholeheartedly applaud the efforts of your team mates 
and your opponents. 


HOW TO TEACH A SKILL 


It is basic that the coach should know the game well and be able to analyze 
it and break it down into skills that he can teach. To do this, the coach 
should have thorough knowledge of how skills are performed, of methods 
of co-ordinating team play, of the functions of team positions and of 
general attack and defence tactics. 


In the first stages of teaching a skill, it is a good idea to isolate it and 
exclude interfering conditions that may distract the pupil. When progress 
has been made in mastering the new skill, opposition should be introduced. 
It is important then to expose the new skill to match conditions. Unless 
you supervise carefully, players may master the skills but be unable to 
use them in an actual game. 


Here is a sequence for teaching a new skill. The phases should be 
followed as shown. Each phase should be mastered before the next 
is attempted. 


1 Give only one point at a time. Make sure each point is, practiced. 
2 Let players have a short session of free expression of skills. 

3 Bring in external factors, one point at a time. 

a) aim - direction 

b) type of service — high, low, fast, etc. 

c) add power and strength to performance 

d) add speed 

Expose skill to situations similar to those in a game. 

Use tests and competitive activities to complete mastery of skill. 
Pressure training practices for individuals and groups. 

Games practice with concentration on good performance of the 
particular skill. 


You .z? 


Points to Emphasize 


Organize lessons to give maximum amount of practice to each player. 
Correct by practice where possible. 
Do not overburden with technique. 
Successful development takes time. Players need encouragement. 
Kicking 
Kicking is really what the game is all about. The ability to kick effectively 


with both feet under match conditions will be achieved only by spending a 
great deal of time with the ball. 


Types of kicks 


1 Low hard drive 


Position of the head regulates where the kicking leg and foot will be placed 
and consequently where the ball will go. If the head is over the ball, it will 
stay low. If the head is behind, the ball will go up. If the head is to one side, 
the ball has a tendency to swing. 


The low hard drive is used in shooting at goal and for passing. The 
weight bearing foot should be placed alongside the ball, knee slightly 
bent to gain control and balance. 


2 Kicking with the inside of the foot. Because of its accuracy and ease 
of application, this kick is used mostly in passing. The kicking foot 
is turned outward. Contact with the ball is made with the inner side 
of the foot. Weight bearing leg is slightly bent with the weight mostly 
on the rear foot. Kicking leg is slightly bent and the foot swings close 
to the ground. Side of the foot is punched into the ball. Body is ina 
slightly crouched position. 


3 Kicking with the outside of the foot. This kick is a push with the outer 
part of the forward part of the foot. The ball can also be jabbed or 
flicked. Useful in passing, dribbling, receiving and rounding an 
opponent, avoiding a tackle. The weight bearing foot is behind and 
a little to one side of the ball. The body leans away from the ball 
if it is played with a straight leg. 


4 The lofted kick. Useful in lobbing passes and for maximum clearance 
kicks. Kicking foot makes contact below the centre of the ball. Ankle 
is extended directly forward making ball contact with the instep and 
base of the toes. Ankle flexes as kick is made, assisting the loft. 
Weight bearing foot is behind the ball and slightly to one side. Body 
leans slightly backward as kick is made. Kicking leg swings from 
the hip and follows through. Arms and shoulders and body co-ordinate 
for balance and to counter -balance the swing of the legs. 


5 Half volley. This is a kick timed to make contact with the ball 
immediately it has rebounded off the ground. Method as in 4 above. 


6 Volley. This kick is made when the ball is in flight. It is used for 
long clearances and drives. The height and trajectory of the ball and 
the plane of the kicker determines the type of volley — low trajectory, 
high trajectory, pivoting or kicking on the turn volley, overhead volley, 
inside of the foot (passing) volley, outside of foot flicking or deflecting 
volley. Practice should consist of volleying the ball from all angles 
toward a target. 


7 Jabbing. This means a quick jab at the ball when on the run. Itisa 
jab with the foot without follow through. It adds speed to the ball. 


8 Chip shot. Kicking foot is used to loft the ball. Kicking foot stabs 
the ground to get as low as possible under the ball. Useful for lofting 


the ball over short distances, but the flight lacks speed, so this kick 
has limited use. 


9 Deflecting. Deflecting the ball is a useful method of passing. 
Intelligent and unexpected deflections can create scoring opportunities 
and goals. Deflections can be made with any part of the body, usually 
back heeling, inside and outside of the foot, head, etc. Ball can be 
passed sideways or backward according to circumstances of play. 


10 Swinging. Ball can be made to swing to left by kicking it with right 
foot from an angled approach from the left and a partial swinging of 
the kicking leg across the body. This causes ball to spin and swing 
left if kicked with right foot. Swings right if kicked with left foot. 
Used for inswinger or outswinger corner kicks. 


KLCKING SKILLS 
eZ 
— 
J 7 
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Low trajectory kicking Lofted kick Kicking with outside of foot 
Kicking with the inside of the foot ry 
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Review 


Types of kicks — low drive, inside of foot, outside of foot, loft, half 
volley, volley, jabbing, chip, deflecting, swinging. 


Emphasize head position, kicking foot position, body position, approach, 
skill action, standing foot and follow through action, measuring aim. 


Demonstrate personal points in performing these skills under any con- 
ditions, e.g., still ball or ball dropped from hand, etc. 


Introduce movement as quickly as possible. Practice aiming at accuracy 
and power, e.g., targets, then increase range. 


Service of ball, e.g., with bouncing ball approached from front, side and 
behind. 


Related practices 


+ co-ordination with other games 
+ attack and shooting 
+ practices which will illustrate variety. 


Skills practice 


- kicking at skittles 

- kicking at rebound from wall 

- kicking in pairs, threes, fours, etc. 

- shooting at goal 

- kicking at targets 

combined kicking, passing and trapping movements 

- in pairs or small groups practise kicking stationary ball 
with instep and outside of foot 

- in pairs, kicking moving ball to partner for direction, accuracy, 
speed and power 

- in pairs, returning ball to partner with half volley for height, 
distance and ground shots 

- in pairs, volleying 

- kicking stationary ball for distance and accuracy 

- kicking stationary ball for height and swerve, e.g., corner kick 

- jabbing and pushing 

- pivot kick, volley and half volley 

-- penalty kicks 

tree lacks; 


Games 


. trapping and passing 

- passing race 

. walking football 

- goal shooting practice 
- rounders 

. football tennis. 


Shooting 


Much practice in shooting at the goal will be needed to give the players a 
sense of sizing the target. They should learn to be accurate with both 
feet, angles and elevation. The coach should keep them working under 
pressure. Pressure shooting in streams and directly facing opposing 
pressure groups are valuable. The players should work in small groups. 


Skills practice 


- shooting with correct foot according to approach of ball 

- shooting on the run — ball coming in various directions and at different 
speeds 

shooting on the run — bouncing ball 

shooting on the turn with volley and half volley 

placing the ball from close range 

- shooting from narrow angles 

- approach practices leading up to shooting at goal 

static ball (action assessment) 

- moving ball, staggered (action assessment) 

- kicking for accuracy, shooting at a 4' x 3! target 

- pairs - power shooting 

- threes - shooting on the turn. Differing speed and direction 
- fours - shooting on the run, bouncing ball 

- fives - controlled opposition plus spontaneous shooting 

- feint shooting - penalty 

- pressure ''shooting at goal" 

- game conditioning (outside penalty area). 


( 


Heading 


The coach should make sure that every player regardless of position, 

is capable of good heading. The secret is in judging the speed and height 
of the ball. The jump should be timed to get maximum height advantage 
and impact. Show players how to follow through so that ball travels the 
way wanted. 


Points to emphasize 


Player should keep eyes on ball as he prepares for impact. Impact should 
be on forehead or side of head, never the top. 


Forward or sideways flick of head on impact adds power. When a player 
passes with head, it is not necessary to jump for the ball if no opponent 
is near to challenge. Arms are used for balance. 


When player leaps to head a ball clear of oncoming forwards, he must 

jump higher than his opponent. Player should start jump action fraction 

of a second before opponent and attempt to meet ball at top of jump, or 

just before. This also enables player to keep his shoulders and arms clear. 


Ball is generally headed downward or at a low trajectory as a pass, 
deflection or shot. 


Single and double foot take offs should be practised. 
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Heading 


Nodding the ball forwards and downwards Nodding the ball downwards 


Related practices 


+ heading clearance from goal 

+ heading down from throw in 

+ heading to score — deflection heading 

+ heading to bring ball under control. 
Games 


. head tennis 
. head volleyball. 


Trapping and ball control 


There are many ways of gathering and trapping. A lot of practice is needed 

to master these skills. Trapping means stopping the ball in a trap. In gather- 
ing, the ball is not trapped and need not come to rest. Players should be 
taught to gather the ball and move it quickly or pass, and not just trap it 

or kill it. Trapping is used to bring a high, dropping ball under control. 


WS 


Aen 


O 


Trapping with the knees Trapping with the sole of the foot 
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Soles and insides of feet are generally used. The object is to trap the ball 
between foot and ground on the point of impact. This should bring the 

ball to rest at player's feet before he moves off. It is easier to trap with 
sole of foot, but the inside of foot is more sensitive and ball is more easily 
controlled so player can move off in a single, smooth action. 


Using sole of foot 


1 Toe is pointing slightly upward. Allow ball to strike sole just after bounce. 
2 Body is inclined slightly backward making smooth forward movement with 
ball possible. 


Using inside of foot 


1 Foot is kept at right angle to ball's flight. Knee bent inward and body 

_ over ball. This method permits the player to move off quickly. 
Breasting 

Breasting the ball is an example of gathering. It is used to control an 

oncoming ball travelling at head height. The ball is taken on the chest, 

cushioning the impact. Player then directs ball to his feet. The controlled 

drop is governed by the angle of the body at the moment of impact. This 

can be a difficult skill to master and players will need much practice. 


Points to emphasize 


When chest makes contact with ball, chest moves with the flight, impact 
slows down ball and deflects ball downward. 

Shoulders are shrugged forward to help cup the body and cushion the ball. 
Body is positioned to protect ball from opponents. 

Weight bearing foot behind where the ball will bounce. 

Trapping foot forms an acute angle with the ground, heel down, toe up. 
Trapping leg should be slightly bent. 

Eyes on ball. (Awareness of field positioning is essential). 

Ball trapped in the angle of foot and ground. 

Ball pushed forward with inside of trapping foot. 

Methods of trapping — wedge trap, trap with inside of foot, with outside 
of foot, kill ball in air (head) lower and upper chest. 

Trapping to move away in any direction — sole of foot push trap, as ball 
touches ground, as ball rises. 

Inside and outside of foot — trap before ball touches ground. 

Killing pace and deflecting ball at same time to move away in any direction — 
chest trapping or taking ball on instep. 


Related practices 
+ beating an opponent at practice, then free practice with competition 
+ feint trapping 
+ trap passing 
+ throw-in 
+ winger collecting ball to move along the wing 


+ collecting and turning by inside forwards 
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Skills practice 

- in pairs, trapping ball dead with alternate feet, using sole, inside, out- 
side and instep 

- in pairs facing several yards apart, ball is thrown from partner to partner 
who gathers it by breasting 

- gathering movements on the run, followed by a pass in a named direction 

- various trapping movements using body feints 

- trapping and passing in one movement 

- taking the pass of the ball at varying heights and speeds 

- trapping with the thigh followed by an immediate controlled pass. 


Games 


. scotch Handball 

. volleyball (soccer) 

- soccer tennis 

. team passing 

. ball passing versus team running. 
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PRACTICES TO ANALYZE TECHNIQUES OF RUNNING, DRIBBLING, TACKLING 


The ability to run with the ball is the foundation of the skill of beating an 
opponent. Practices are simple to organize and ideal for warming up. 


Dribbling is moving the ball by tapping it lightly from one foot to the other, 
using inside or outside of feet. Some players have a tendency to dribble 
rather than pass. Coach should stress that it is really easier to beat an 
opponent with a pass than by trying to dribble around him. 


With the ball on the ground, pass it from foot to foot as you run 


Points to emphasize 


Players should incline body forward with the head well over ball. Ball is 
persuaded rather than kicked. Caution players not to allow ball to run too 
far ahead (never more than a yard) because it makes control difficult in 
the event of a tackle. 


Coaching points 


Develop natural running technique. 

Stress ability to play ball without hampering stride or style. 
Push ball with outside of foot. 

Speed is essential. Touching ball too often will slow speed. 
Ankles should be kept flexible. 

Ball close to feet and always under control. 

Use both inside and outside of both feet. 

Ball is pushed or tapped rather than kicked. 

Eyes on ball with quick glances to assess situation. 

Swerves and feints are useful. Deception is important. 
Speed, quick reaction, quick acceleration, stopping and side stepping 
are essential. 


Skills practice 


- dribbling the ball close to the foot with the inside, instep of foot, first at 
walking speed, then running 

-in pairs, facing, several yards apart. Ball is dribbled forward around 
partner and back to starting position, followed by a side of the foot pass, 
forward to partner who repeats the drill 

- dribbling around a prescribed course 

-in pairs, facing same direction, several yards apart. Running with ball 
using inside and outside of feet, changing places every five yards 

- dribbling ball in and out of a line of obstacles 
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Games 


- dribbling along a straight line, introducing body swerves and feinting 
movements of the foot 

- running with the ball in close control 

- pushing with outside of foot to get maximum speed and control 

- turning with ball, swerving with ball 

- split glance, eyes on ball and on opponent 


- change of pace, stopping, sprinting, reaction training, rapid twist and turn 
- running to obtain possession combined with bal! control 


- keep body between ball and opponent 

_~ by feinting — use of foot and body swerve 

- by first drawing tackle 

— set practices with controlled opposition followed by free practice 
without controls 

- dribbling activities — approach on goal. 


. combined dribbling and passing drills 
. dribbling relays 

. Passing competitions 

. wheel relay 

. ball passing versus team running 

. scotch handball 

. football rounders 

. team passing. 


Tackling 


It is essential for the coach to provide opportunities for players to learn 
the "how and 'twhen"' of this skill. Tackling includes the defensive aspect 
of interception of passes and shoulder charging. Determination and 
tenacity are necessary qualities. Tackler should position himself 

between attacker and goal if possible. Practice, if performed improperly, 
can cause minor injuries, so it should be carried out on soft ground. 
During the learning stages, the coach may find five to nine pound medicine 
balls useful. 


Players should be prepared, when tackling from front, for body contact 
with opponent. Balance is important. Poor position, balance and failure 
to get body into tackle are disastrous. 


The slide tackle is used for emergencies such as when ball is to be 
made dead over goal line or touch line or pass/tackle. 


Sliding tackles are best used when ground is wet and muddy. Drawback 
is that extended leg is open to injury. And if tackle fails, player is left 
on ground and is in no position to harass opponent's attack on goal. 


lag. 


Tackle from front 


1 As in tackling from side, tackling foot should block the ball. Body 
should be well forward to take the shock of opponent's impact. Heels and knees 
must be fairly close together or ball may be forced through legs. 


Sliding tackle 
1 As player moves toward opponent, he slides into the tackle with 
tackling leg extended. He attempts to hook ball away or flick it into touch. 
2 If ball runs loose, player should regain feet fast to gain control of ball 
before opponent does. If tackle is efficient, this should succeed since 


opponent will be off balance. 


Block tackle from the front The sliding tackle 


Goalkeeping 


The goalkeeper is the most important man on the team. If he plays well, 
he can stimulate and motivate the players in front of him. If he plays 
badly, the team will probably lose, regardless of how well they play. 


Goalkeeping skills are different from the skills required in other players. 
The main skill of goalkeeping is ability to judge the flight of the ball and 
to clutch it safely. When coaching goalkeepers, concentrate on the following: 


- Development of agility by gymnastic exercises 

- Strength in shoulders, arms, hands, fingers 

- Catching ball in difficult ways and receiving it from many different angles 
- Learning to keep legs and body behind ball wherever possible, as a safety 
measure 

Anticipating movement of opponents 

Throwing pass practice 

- Punching practice (if he cannot catch the ball he should punch it) 
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- Kicking practice (should be the best kicker on the team) 

- Fielding — low ball, waist high, chest, high ball 

- Making safe — moving in to save, not back; crouching and covering for 
position against charge; rapid movement out of goal 

- Making clearances — bouncing ball; volley and half volley; throwing; 
understanding in defence 

- Fisting clear and turning over bar 

- Diving 

- Narrowing angles — covering advancing forwards 

- Understanding with full backs 

- Restarts 


Penalty kick 


Interceptions 


Narrowing the angle 


A correctly taken penalty kick takes an estimated half a second to travel the 
distance. The goalkeeper should watch the approach steps of the kicker and 
make up his mind in which direction he himself is going and then GO. 


When working with a goalkeeper, teach him to intercept high centres before > 
a shot or header can be made. This relieves pressure on the goal. Split 
second anticipation is needed. Goalkeeper must assess the risks and be 
prepared to leave goal line. Concentration should be on stopping the ball. 
Goalkeepers hands should be slightly behind ball, gripping it firmly. Ball 
is brought down to chest. If a centre is close to goal, and forwards are 
bearing down, ball should be tipped over bar for a corner, rather than take 
risk of being charged into the goal. Tipping should be done with palm or 
fingers, wrist turned to deflect or push ball over bar. 


If goalkeeper stays in goal as in fig. 1 , he can cover only area A-B — the 
centre of the goal. Opposing forward has areas C-A and B-D to shoot at. 


@ 2) 
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If goalkeeper comes out to meet forward as in fig.2, space A - B has been 
extended to cover nearly all the goal. Forward has far less chance of scoring 
in areas C - A and B- D. If goalkeeper wins ball, he should fall on it and 
hug to chest with body well behind it. 


Special instructions 


Advise your. goalkeeper to check list the following before every game. 


- Note soft or slippery spots in goal and penalty areas which might 
affect footing or ball bounce. 


- Check spring of the pitch by jumping up and down on toes. Some 
fields are dead, others live and springy. 

- Check for pebbles or foreign objects which might cause injury or 
a freak bounce. 

- Mark penalty area so that he can determine his relationship to the 
goal without looking over his shoulder. If sun is behind net, goal- 
post and crossbar shadows may help. 

‘- Test posts and crossbar for solidity. This gives goalkeeper an idea 
of how far rebounds may bounce. 

- Constantly check sun's location and wind strength. 

- Ball should be handled and bounced before kick-off to get feel. 

- New balls are stiff and slippery and feel different to old practice 
balls. 

- Towel is useful to wipe mud and sweat from hands. 

On wet days, he should use a rosin bag or keeper's gloves. 

- Studs should be kept clean and unclogged. 

- On sunny days, a tight fitting, visored cap is useful. When screen- 
ing face from sun, hand should be held at arm's length. 

- Goalkeeper should keep warm and loose by constantly exercising 
when play isn't in his end of the field. 


Note 


- Regardless of whatever basic practices a goalkeeper may employ, it is 
useful and realistic to challenge him. The coach should ensure that 
this factor is covered. 

- A goalkeeper is an individual and requires special training. 

- Goalkeeping practices should be conditioned: i.e., no shooting from 
less than 18 yards. 


Throwing 
Goalkeeper generally throws by holding ball with one hand, fingers 
extended, ball against the wrist. Ball is bowled with a straight arm, 


or thrown with bent arm as in basketball. Ball can also be rolled or 
lobbed over short distances. Accuracy is the key. 


Smothering the ball 


When goalkeeper goes to ground with the ball when closely pressed, he 
should smother it by clutching ball to his body and curling up on it. 

When he gets to his feet, he should remain crouched and dodge opponents 
until he can clear the ball. 


Punching 


Punching the ball is an emergency when it would be dangerous for the 
goalkeeper to try to catch it. Both hands should be used for greater 
accuracy even though one hand punching can be useful. Much practice 
is needed if knuckle and wrist injuries are to be avoided. 
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PASSING 


A.player must be able to pass the ball accurately if he is going to pull his 
weight ina game. There are two types of passing techniques using the feet 
- passes on the ground and passes lofted in the air. 


Ground passes 


To keep the ball on the ground, the line of force must be through the 
mid line or above the mid line of the ball. The more impact descends 
below the mid line, the greater the chance of the ball being lofted. 


Accuracy 


The longer the kicking foot can follow through, the more accurate 
the pass will be. 


Power 


Speed foot is travelling as it strikes ball determines power. The leg 
is a lever. The longer the lever, the more powerful the kick. Accel- 
erated speed of foot is achieved by a powerful straightening of knee. 


Lofted pass 


Used properly, the long pass can be effective and useful. The line of 
force is through lower half of ball, upwards and in the direction in 
which pass is intended to travel. 


Powerful leg swing 


Approach run is made at an angle in the direction of the pass. Final 
stride resulting in the positioning of the non-kicking foot is long. 
The long stride opens the legs and permits a long swing of the kicking 
leg. The angled approach run assists the swing and allows hips to be 
used in a powerful pivot action. The non-kicking foot is planted firmly 
behind and slightly to one side of ball. Body will begin to lean back as 
the kicking leg swing develops. Kicking leg follows through. Distance 
depends on the power developed during the leg swing. 

Interpassing 


Passing drills are valuable because players learn to take up positions to 
receive passes even though they may not receive the ball. In a game, a 
player may run into open space to decoy a defender and divert him from 
the player to whom the pass is to be made. 


Skills practice a) 45 degrees forward and backward 4) first time pass 
b) through passing shuttle movement e) interchange 


ic) stop and pass f) varying distance 
and type of pass 


1 Pairs movement 


a) open space 
2 Threes b) formation of advance — set drills 
c) interchanging — set drills and free practice 
Introduction of speed and accuracy 
Related phases of game 
Interpassing practices against opposition 
Indoor football as a game 


a of oO 
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RESTARTS 


Free kicks and throw-ins 


These should be taken promptly. However, when defenders take up 
positions quickly they are sometimes in a more advantageous position. 
So to take the free kick or throw-in hurriedly could be foolish. Having 
set plans for these situations is a good idea. 


Throw-in 


The aim of every team at a throw-in is to keep possession. If a player is 
in a space large enough to give him lots of room to work in, the ball should 
be thrown to him. Similarly the ball can be thrown in to a large space for 
a player to collect, providing he has a better chance to reach the ball 
before an opponent. 


All players should be able to take accurate throw-ins and will need a lot 
of practice. Accurate throw-ins can lead to goals or relieve defensive 
pressure. A long throw-in pass gives the other players on your team 
more room to manoeuvre and play in. Wing halves especially should 
be able to throw ball from touch line into the vicinity of the goal. Pre- 
arranged plans and communication are necessary if throw-ins are to be 
successful. 


A team can retain possession from a throw-in by intelligent movement of 
the ball. If everybody is moving around, the defence will have to move 
with them. Gaps can open quickly. 


Player nearest the ball should take the throw-in. This encourages the 
throw-in to be taken quickly. You often see a winger about to take a 
throw-in but the wing half intervenes, making suggestions that he should 
take the throw because it is traditionally his duty. The winger however 
takes the throw and so leaves two men temporarily out of the game - him- 
self and the wing half. If the opposition were to regain possession quickly, 
the wing half would be missed in defence. Coach should remember that a 
throw-in gives the opposition a numerical advantage of one player. So they 
can afford to give double cover in some part of the field. This makes it 
difficult for the team taking the throw. The traditional and standard mark- 
ing at a throw-in indicates the numerical advantage of the defending team. 
It makes little difference whether the right back, the right half or the 
inside right marks the outside left, as long as every opponent is marked 
by one man and that there is at least one spare. 


Short throw 


Both feet should be on ground either on or outside touch line. 
Both hands should be well behind the ball. 

Knees should be bent with body poised on toes. 

Body should be bent slightly backwards before throwing. 
Ball should be behind head. See fig. 
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Long throw 


Ball should swing to point A behind head. 
Player takes one or two quick steps forward 
to gain momentum. 


point A® 


Body is bent backwards. Abdominal, shoulder, 
arms and leg muscles are used to gain distance. 
A: variation is to twist body from waist in act of 
throwing to change direction. 


It is important that players achieve accuracy and 
that they throw rather than lob the ball. 


Points to emphasize 


Players should keep feet short astride, level, or one slightly ahead of the 
other. 


Legs should be slightly bent at knees as ball is brought over and behind the 
head. There should be a whipping action of body and forceful straightening 
of leg to develop thrust. 


Both hands should be used. 
Co-ordination is essential. 


Rules must be understood. 


Games 


throw-in at target 

throw-in for height and distance into circle over net 
throw-in with light medicine ball for strength 
weight training 

medicine ball exercises 

volleyball 

various ball passing games using throw-in method 
football rounders. 


Tactics 


Basically, there are four types of moves from a throw-in. 


1 Using the unmarked player in a space. 

2 Creating space by speed off the mark and surprise... 
losing opponent 

3 Creating space by interchange and decoy movements. 

4 Devising situations which will cause the opposition to 
make known reactions. 


Following are examples of these types of moves. Any coach can formulate 
set team moves based on these types. There are many variations — which 
is used will depend on the location of the throw-in, ground conditions, skill 
of the players, etc. 
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Type 1 — Usingan unmarked player in space. 


Example 1. This is a simple 
move and can be used with 
most success if the throw-in 

is taken quickly. Thrower 
throws to an unmarked player 
if there is one. Possession is 
retained. If the wing half takes 
the throw-in, his full back will 
often be free to receive. 


Example 2. The thrower can 
receive a return pass because 
he is seldom marked. This 
play is surer to work if his 
team mates position themselves 
well away from him, leaving 
thrower plenty of space to work 
in. In modern systems of 
marking at the throw-in, close 
watch is kept on thrower, mak- 
ing moves involving him hard. 
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Example 3. When a throw-in 

is awarded in line with your 
team's penalty area, possession 
can be kept by throwing to 
goalkeeper. 


Type 2 — Keeping possession by speed off mark and surprise. 


This involves the thrower placing ball in a space for a team 
mate to run on to, or meet. 


Example 1. Just before the 
throw-in is taken, a player 
darts across field towards 
thrower, meeting the ball 
which is thrown into a space. 
Receiver could be right half, 
inside right, outside right or 
centre forward. 


Example 2. Winger stands 
square to thrower. Inside for- 
ward is hanging back. Just 
before ball is to be thrown, he 
sprints towards touchline to 
meet the ball at point A. Ifa 
bouncing ball is thrown, inside 
forward can hook it into the 
middle. Idea is for inside for- 
ward to slip his cover by speed 
off the mark and to take the ball 
at full speed. 


Example 3. Winger and inside 
forward take up positions as in 
Example 2. Just before ball is 
thrown, inside left runs back 
towards his own goal to point B. 
The opposing inside right will 
go with him. At point B, in- 
side left suddenly checks him- 
self and turns to collect ball at 
full speed at point A. Move- 
ments of inside left before the 
throw-in are an attempt to lose 
the opposing inside right. If 
he turns suddenly, this should 
take the inside right by sur- 
prise and should give the inside 


left a couple of yards to work in. 


Bt 
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Type 3 — Creating space in order to gain possession by interchange and 
decoy movements. 


These moves are examples of a principle of offensive soccer. Idea is 
for one or more players to move in such a way, taking their opponents 
with them, that space is created for a team mate to move into. 


Example 1. Winger and inside 
forward exchange positions. 
Winger moves first and inside 
forward collects ball in space 
left by winger at point A. 


Example 2. This move is 
similar to Example 1. Inside 
left moves first, running to- 
wards the outside left. Outside 
left collects ball in space 
created by inside forward at 
point A. 
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Example 3. As right half pre- 
pares to take throw, inside left, 
centre forward and outside right 
move in the directions sugges- 
ted in order to distract the oppo- 
sition and draw them out of 
position. Inside right sprints 

to point A where he meets the 
ball and pushes it back for 
centre forward to shoot. Centre 
forward arrives at full speed 

in a shooting position, having 
previously run back towards 

his own goal before suddenly 
turning. This should give him 

a clear yard lead over the 
opposing centre back. 


Example 4. This is another 
move based on the decoy idea, 
and using a long throw plus an 
elementofsurprise. Just before 
the right half takes the throw, 
players move as suggested in 
Example 3 taking an opponent 
with them. Players move 

away from intended destination 
of the throw. Centre half who 
will normally be unmarked, 
sprints forward to meet ball at 
A, where he should have time 
to make a shot. Amount of 
time he has will depend on the 
amount of space his team mates 
have created for him by 
decoying. 


Coach should make sure his players realize that any long 
throw could take two or three seconds to reach the intended 
spot. This would allow time for some defenders to arrive 
at the spot where the ball is falling. Good defenders watch 
both ball and opponent. 
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TEAM FORMATIONS 


Development 


The current 4-2-4 or 3-3-4 formations are not the first departure from 
the conventional pyramidal 2-3-5 of the 1930's. National teams around 
the 1870's used a 2-2-6 system. The extra player in the forward lines 
played a dual centre forward role. Another change in formation took 
place in 1877. During an international match, the captain of one team 
playing 2-2-6 decided to pull back another player to make a 2-3-5 
formation. This change was so successful that many teams adopted 

the 2-3-5. During the next 40 years, the growth of defensive play made 
goals hard to score. 


In 1925 there was a change in the off side law. Coaches sought every 
tactical device to exploit the changes which followed. With the change 

in the off side law, the implementation of the third back (defensive centre 
half) system was inevitable. The playing formation became a 3-2-5. 


To be on side before 1925, there had to be three defenders instead of two 
between an attacker who received a forward pass. Consequently when an 
attack was developing, one back would hold a position guarding the middle 
while the other moved to the half way line endangering all the opposing 
forwards who were behind him. 


This tactic handicapped the game. The implication of the law caused it 
to dominate the game because all four backs would play within 10 yards 
of the centre line with one on each side ready to move forward at a sign 
of danger. It-was common to see as many as 30 to 40 stoppages for off 
side during a game, and few goals were scored. In 1925 the Football 
Association decided to alter this law and reduce the number of defenders 
to two. This revolutionized the game! 


Soccer became more sophisticated and entertaining in the '30's. Develop- 
ment of the pass led to intricate and exciting ball patterns such as the short 
pass, back pass, diagonal pass and the deflection. 


Players found new methods of ball control, accurate passing, new tech- 
niques of kicking with instep, inside and outside of the foot. 


As expected there were many tactical changes following the new rule. 


Coaches realized that opportunities for scoring were better immediately 
following an attack by the opposition due to the opening out of the attack- 
ing team with players out of position. This led to the development of 
tactics such as: 


-retreating defence 

- attacking wingers with powerful shots 
-defensive centre half 

- defence in depth 

-through pass 

-diagonal pass 

-man to man marking 
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TEAM FORMATIONS 


Forwards 


Forwards 


see a4 


Forwards 


Between 1919 and 1925 STACENLODD 
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Swiss bolt system Diagonals | 


Tactics used by successful teams in the 1930's were based on fast attack 
and tight defence. The danger of splitting of the attack and defence was 
overcome by establishing a link, usually an inside forward. His duty was 
to stay behind the other forwards, picking up clearances from the defence 
and sending his forwards away. He was the focal point of his team. He 
required a good positional sense, stamina, accuracy in passing, ability 

to tackle and an expert knowledge of the game. Defences adjusted to meet 
the new challenges. There was tighter marking with the M formation of 
the defence. Backs were encouraged to cover the centre half on a diagonal 
line in order to cut off the diagonal pass. 


Tactics go in cycles. When attacks perfect a move, defences mobilize to 
check it and sometimes concentrate so much on checking that they become 
vulnerable to other tactical moves. Enlightened coaches began to concern 
themselves with movement, positioning, skill, speed fitness and stamina 
to marshal the total resources of their teams. 


This brief run down on team formations shows you the progression in 
tactical systems from the beginnings of soccer. Many variations have 
been left out because they don't tie in with the general trend but they will 
be dealt with later. 


SYSTEMS OF PLAY 


A system of play is a pattern of play using players in clearly defined 
roles during the game. Any system should be flexible so that individual 
strengths of players is used to best advantage. 


In the early 30's Herbert Chapman, an imaginative English coach, devised 
a system which became known as the W/M system because the letters W 
and M covered the positions of each player. 


The W/M was widely accepted in the United Kingdom. South Americans 
and Central Europeans, however, preferred an attacking centre half 
formation. Sometimes variations such as deep-lying centre forward or 
wingers were introduced. 


W/M was the first system which, in theory, gave a numerical balance 
between defenders and attackers — five defenders and five attackers. 
Many attempts were made to minimize the dominance of the third back 
and to upset the balance of a team using W/M. One way was to convert 
one of the inside forwards into a striker or another centre forward. 


The same pattern was produced by playing the two inside forwards up 

with the centre forward, deep-lying. Teams meeting this double spear- 
head found a solution. To balance the middle, one wing half was withdrawn 
to play alongside the centre back ... in effect, the 4-2-4 system. Advocates 
of this system claim that a team attacks with six players and 


@ Insides 


Forwards 


WM with third back The 4-2-4 


defends with six, the two link men being the king pins of the team. Not 

all teams have players capable of filling the link role for the full 90 

minutes, so often the attacking wing half will interchange with the defensive 
wing half, and the striking inside forward will interchange with the scheming 
inside forward. 
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In the early '60's many tacticians regarded the 4-2-4 as a revolutionary 
change in formations when, in fact, the 4-2-4 has been with us since the 
1930's. Many teams which appeared to be playing the W/M were really 
playing the 4-2-4. For most teams it seemed sensible that when one wing 
half attacked, the other would hang back. When one inside forward was 
scheming in mid field assisted by the wing half attacking at that moment, 
the other inside forward was ready to pounce on the opponent's goal. 

Thus a team attacked with six players. When defending, the two wing 
halves were back together with the inside forward playing deep at that 
moment — thus a team had six defenders when on the defensive. 


In South America and Europe the idea of attacking centre half was widely 
used. Pure W/M was rarely seen with the possible exception of Germany. 
The continental interpretation of W/M was the 4-2-4 system. However, 
although many teams do employ the 4-2-4, there have been further develop - 
ments initiated in Italy. In the mid 1950's, Italy was invaded by foreign 
stars, many of them brilliant forwards. The outcome was that the goal- 
scoring rate increased considerably, 


The poorer clubs, unable to buy 
as many foreign stars as the rich 
clubs, had huge scores run up 
against them. Managers and 
coaches, concerned with losing 
their jobs, adopted safety first 
tactics. When playing against 
star studded teams, double 
marking was used. This often 
meant that a team had at least 
seven if not eight full time 
defenders. This system of 
packed defences became known 
as Catenaccio and its purpose 
was to concede as few goals as 


possible. Catenaccio 4-4-2 


Although this system is becoming more popular, defences are becoming 
more constructive and less destructive. It may look as if soccer has 
become a defensive game. This is true as far as theoretical positioning 

of players is concerned, but attacking soccer is played as soon as pos- 
session is regained. Defences have tightened, but attacks have not suffered 
even if they have not improved. Most systems or formations evolve around 
the link men or half backs. These are the key men. But whatever system 
is used it must be adaptable to different conditions. 


From studying the trend, one fact emerges. All changes have been made 

in one direction from attack to defence. Originally, teams had nine for- 
wards and one defender. Gradually, the number of full time attackers has 
been reduced and the defenders increased. This reflects a changing attitude. 
The aim is now to concede fewer goals than your opponents. Originally, it 
was to score more goals. 
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MODERN SOCCER TACTICS 


Tactics have been defined as a plan to achieve an objective at a vital place, 
at a vital time. This principle applies to soccer tactics where if it is not 
the element of surprise which brings about goals, it is the presence of one 
man more at the vital point at the vital moment. 


Today more emphasis than ever is placed on denying the opposition goals. 
Fewer goals are being scored in international competition and many of 
those scored come from players employed mainly in defensive roles. If 

a team is to concern itself with tactics, it must recognize the strengths 
and weaknesses of the opposition. To gain this knowledge, players should 
see the opposition in action so they can identify, analyze and evaluate their 
opponents — 


a) attack and defence systems 

b) strengths and weaknesses of opposition and team mates 

c) players' styles 

d) players' peculiarities 

e) physique, speed and stamina of each player 

f) injuries to opponents and team mates 

g) special tactics (throw-ins, free kicks, corner kicks, etc.) 
h) ground and climatic conditions 


Both the weather and the condition of the ground affect tactics. Ball 


control, passing, movement on and off the ball and shooting will have 
to be adjusted. 


Ground can be anything from very soft and slippery to hard and bumpy. 


Weather can run the gamut from strong or erratic cross winds to rain, 
fog, sleet or snow. 


The coach should make sure his team can adapt to all ground and weather, 
and that each player knows his role and the team tactical plan. 


The team which adjusts best has a better chance to win. 


Ultimately all tactical considerations depend upon the skill and the technique 
of each player. Similarly the degree to which the player can employ his 
skill and technique will be in large measure determined by his physical 

and mental fitness levels. The basic factors of a player's performance 

can be listed as — 


a) skill and technique 
b) fitness — physical and mental 
c) understanding (intelligence) 
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PRINCIPLES OF TEAM PLAY 


The principles of the game must be the foundation upon which systems of 
play and tactical considerations are developed. The most simple con- 
sideration is ball possession. When a team has possession of the hall, 

all members of the team should think positively about attack. Similarly, 
when a team has lost possession of the ball, all of the players on the 

team must think defensively. The first and most important principle in 
soccer is that ball possession determines everything. There are occasions 
when risking losing the ball is justified, such as in the creation of opportuni- 
ties to score, particularly in the penalty area. On the other hand, the 
nearer the ball is to a team's penalty area, the fewer the risks that should 


be taken. 
BALL POSSESSION 
Attack Defence 
Penetration Delay 
Width Concentration 
Mobility Balance 
Improvisation Control /Restraint 


Depth in attack 


Attacking movements with depth ensure the player with the ball greatest 
passing opportunities and all round support. Three players is the mini- 
mum to produce depth. The players will find themselves in a changing 
triangular formation. They should adapt themselves to a constant change 
of position to provide depth and support. If the triangle becomes flat: 
passing opportunities are reduced. Square passing or passing across the 
field must increase, so increasing the risk of pass interception. 


Depth in defence 


Basically, the same considerations apply to depth in defence as they do to 
attack. Aim is to restrict space into which attacking players can move 
with safety. Defence attempts to restrict the gaps through which passes 
can be made. Players cover each other, and also the space for which 
the whole defence is responsible. 


Penetration in attack 


The aim of penetration is to move the ball quickly and accurately through 
the opposing defence. Penetration plays can develop in all phases of the 
game, not just in passes which elude defenders. 
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Delay in defence 


If penetration is an accepted principle of attack, delay should be a principle 
of defence. The team which has lost possession should have a clear under- 
standing of priorities. The first consideration, defensively, is the goal. 
This will affect play in every part of the field. The second is that the team 
should be aware of the space between and behind them. The third is that the 
nearer the attacking side approaches the goal, the more closely they must 
be marked. 


Outside forward is in possession 
of ball and has full range of pass- 
ing opportunities to the positions 
taken up by his team mates, 


Half back is in possession. 

His forwards have taken up 

flat positions relative to each 
other and will undoubtedly be 
closely marked or covered so 
restricting passing opportunities. 


aq 
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The movement of two players toward the ball 
carrier has increased passing opportunities 
and created space. 


Attack in depth. Passing opportunities and 
support. 


Correct offensive position. 
Cover each other. Cover the 
space through which ball 
might be passed. Defenders 
are not beaten by through 
pass. 


Depth in defence. The three defenders are 
lying square. A pass which beats one beats 
all three and puts them out of the play. 


Here the C. F. moves to decoy his cover away 
from the centre of field. opening a path for a 
direct unopposed run by the inside right. 


Penetration in attack. Penetration by goalkeeper. 


Penetration in attack. 
Creating space for penetration. 


Penetration in attack. 


Creating space for through 
passes. 
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4 
Delay in defence. Player R.H. in possession. 


Opposing O. L. moves to block line of passes. 
Rearmost players retreat to central positions. 


Penetration pass. R.H. moves Delay in defence. L.H. retreats 
towards I. L., too soon and opens immediately and consequently has 
the way for a penetration pass time to recover. 


from L toll. R: 
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Mobility in attack 


From the examples used to illustrate the need for delay and concentration 
in defence, it is apparent that defensive play lends itself to easy organi- 
zation. The defending team is waiting for mistakes. It may encourage 
the attacking team to make them. Try having eight or nine players attack 
a goal which is defended by four or five players. The number of scoring 
shots will be few. Attack near goal demands precision and care. The 
defence is concerned with stopping the attack so their work demands less 
accuracy. They can just kick the ball out. Crude yes, but effective. In 
attacking play, too much organization can be restrictive. As players 

are faced with the problems of defence, they should be allowed opportunity 
to experiment. Use basic attacking plans and simple rehearsed plays. 
Your players should be encouraged to react naturally and intelligently to 
game situations. For example, continuing change of players, diagonal 
running, interchanging. 


Mobility in attack. Diagonal running 
to create space. Gain advantage 
by surprise. Direct threat at goal. 


Mobility in attack. Interchanges 
which may be effective. Diagonal 
running and overlapping. 
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Balance in defence 


Balance in defence, Play 

is developing on the right 
side of the field. Cover and 
depth can be afforded by the 
GAH andere B: 


Concentration in defence 


This concerns itself with the maintenance of cover at all times. Diagonal 
system of covering affords balance. Balance concerns itself with cover 
and space. 


go-—-—-————— 


go-—--—-—-—-— 


The final stage of defence — where the 
crunch comes — is within and around the 
penalty area. This is where the greatest 
scoring opportunities happen. You can 
establish a guide for defence. Attacking 
players 25 yards or less from the goal pre- 
sent a scoring threat to the opposition. The 
more acute the angle of the shot, the less 
likely it is to score. 


Two imaginary lines projecting out, one 
from each goal post at an angle of 45degrees 
to the goal line and approximately 30 to 35 
yards long, enclose the central zone of de- 
fence. If the foremost defenders are on the 
outer edge of this zone, the possibility of 
shots being taken from less than 30 to 35 
yards is reduced. If defenders are concen- 
trated in this area, you can expect fewer 
angled shots to score because the angle has Concentration in defence. 

been narrowed. Positions of first line of defence. 


— 
— —. 
—_—— — 
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Concentration in defence. Defenders converge 
into concentrated central position which reduces 
space and limits shooting opportunities. 


Concentration in defence. 
Three-two zone defence. 
Provides maximum coverage 
against scoring opportunities. 


Note: 1. The 3-2 zone defence system is designed to 
give maximum cover against scoring opportunities 
in the most dangerous part of the field. 


2. Delay is necessary at all times. Defenders retreat 
centrally and concentrate centrally in front of the goal. 
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3. From wide positions in mid field, defenders funnel into 


concentrated central positions in and outside the penalty 
area. This concentration not only limits shooting 
opportunities to an ineffective range, but also reduces 
space between players and lessens chances for through 
passes and makes for tight marking. 


Width in attack 


If defenders retreat and concentrate effectively, the attacking side must 
use tactics which will open the defence. This can be done only if the 
attacking side has passing opportunities which cover the whole width 

of the field. 


If attacking wings follow the defence into the penalty area, the 

space becomes crowded and restricted. If attacking players stay wide, 
defence must cover. Often they can be tempted into tackling. If this 

fails, the goal is vulnerable. Note that in a system of play that may be 
heavily defensive, width in attack may not seem so necessary. There is 
not much point having two players wide on the flanks when a team plays 
with only three forwards. What is important is that when the ball is 
released from defence, the player in possession gets immediate support. 

In this situation, the two wingers might move quickly to support the centre 
forward, or one winger and centre forward move across the field to support 
the other winger. Immediate concern is to provide support in depth. Since 
a three man attack is at a numerical disadvantage, they will generally move 
to a restricted part of the field. This may cause the defence to move over 
and create opportunities for the establishment of width. 


Width in attack. Defenders have 
retreated and concentrated. 
Attackers must have passing 
opportunities over the width of 
the field if they are to tempt the 
defenders out of position. 
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Width in attack. Immediate 
support when receiving the ball. 


Width in attack. Immediate support 
as O.L. receives ballfrom goalkeeper. 
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To overcome organized defensive play, a great deal of movement is 
necessary from opposing players to commit the defender to false positions. 
Some of the movements will be to receive passes. A great deal of it will 
be aimed at creating opportunities for other attackers. 


An important skill is the ability to take on and beat an opponent with the 
ball. This skill is as important to a defender as it is to an attacker, 
because it creates a numerical advantage. 


In the final attacking phase of the game, just inside or just outside the 
penalty area, the ability of an-attacker to beat a defender is of great 

value because a goal or penalty kick may result from this move. This 
skill should be reserved for that part of the field where it pays the greatest 


dividend. 


Width in attack. Creating width by breaking 
out on a flank. 


Improvization in attack 


Because modern defensive play is highly organized, methods of attack 
must be unlimited. 


Tactical use of team strength in attack is extremely important. 


When an attacker is faced with a defender, the attacker has to decide how 
to beat him. If he has observed and learned his opponent's strengths and 
weaknesses, he is in a good position to outsmart him. 
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SELECTED SKILL PRACTICE 


You will have many ideas of your own regarding practices to develop more 
skill in your players. However, here are a few to add to your collection. 


Control 


Ly 
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Ball is tossed high. Player trap controls with the outside of his 
foot and moves off at speed. 


Same idea, but player feints before he traps. 
Same, but he controls ball on his thigh. 
Same, but this time, he controls ball on his chest. 


Player runs at speed, stops ball, pulls it back, turns about and 
sets off in another direction. 


Group work 


ie 


oe 
4, 


De 


Pairs — one player passes the ball. Receiver takes the pace off 

the ball and dribbles at speed in a selected direction. 

Threes — two against one situation. Two attackers try to score 
through restricted goal. Offside rule introduced. 

Pairs — one against one. Each player defends and attacks a small goal. 
Groups — follow the leader, each player with a ball. Players must face 
leader all the time. 


Each player with a ball for follow-my-movements. Forced to look up. 


Special skills for 17 to 18 year old players 


i 


Running in a triangular formation, first time passing to the player 

in front. 

Same basic idea, but the ball is passed in a clockwise direction. 

The ball is passed anti-clockwise. 

Circle formation. Player passes the ball to man on the opposite 

side of the circle and sprints to take his place. 

Threes — two against one. The defender marks the spare man 

and the ball holder tries to pass to the spare man. 

Same idea as 4 except the movements start from a still ball. 

Four teams in a cross formation with a ball for each team — or 

a ball each. Individually or in groups players run around the 

outside of the cross back to their places. 

Teams — shoulder-high basketball. Points are scored by heading 

the ball through the goal. 

Small games — three against one; three against two with a goalkeeper. 
Five against five — two defenders, three attackers. Each group must 
stay in its own half on the field. 
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Individual attacks on the goal 


—_ 
° 


A long dribble and shot from the penalty area. 

A long pass to forward who turns and shoots. 

Chip to forward who shoots on the volley or half volley. 
Dribble, forward roll, then shoot. 

Dribble, jump over obstacle, then shoot. 

Two groups well spaced. First man of first group chips 
to first man of second group, then turns and sprints back 
to his own group. Movement repeated. 

Coach kicks ball towards two teams. Leaders chase for 
possession, return it to coach and rejoin back of team. 
Pairs — dribbler breaks towards or directly away from 
defender who must catch him. 

Stress pattern work, speed and mobility. 
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COACHING OBSERVATIONS AND CONDITIONING 


Conditioning games 


Sometimes it is difficult to sell players on the idea that soccer is a team 
game rather than a game for stars with special skills. Many coaches find 
that conditioning games which impose restrictions on the players are use- 
ful. These restrictions affect the good player because they limit his skills. 
However, less skilled players who have undeveloped abilities learn very 
quickly how to play a more useful role in the game. 


One Touch — full pitch — 22 players — coach referee 


The individuality of each player is sacrificed. Strength, speed and ball 
skill mean little. Ball communication is the important thing. Players 
will learn to appreciate that there are other players they must use. They 
must look and see where they are before they pass or receive the ball. 
The game opens only when the players appreciate the value of basic 
positional play. Each individual will see some of his limitations as 

a member of the team. It is not much use having an outstanding dribbler 
if his defence cannot make contact with him. And a forward with an 
explosive shot is no help if he is always hidden behind a defender. It often 
happens that a player with skills has no idea how to become a useful member 
of the team. 


The value of one touch is that the coach should be able to find out which 
players see situations quickest and best; who his workers are and which 
players fake. Players benefit by developing an instinctive feel of what is 
happening around them. They learn to read the game and play as a team. 


Two touch 


Introduces element of skill control, use of the body, feinting, changing 
direction, when to take eye off the ball, when to keep eye on ball can be 
a mistake. 


All left foot 


Same game — alternate feet. ''One eyed players" — certain parts of the 
field are blocked out mainly because players rely on one foot. Passes 
must be simple to be accurate.. Promotes intelligent positional play. 

The goalkeeper is a handball player and must be coached as an individual. 
In these conditioned games he participates to complete the team. 


Calling 


Coach teaches this as a separate skill. Ban calling — silence increases 
players' need to read the game and understand the flow. 


Team game 


When players have caught on to the team game idea, remove the conditions 
and insist they play at top speed. Habit must be instilled with special 
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emphasis on speed. Fast play results in a fluid situation and a constantly 
changing scene. When the ball stops, the defender's task is easier because 
he can weigh situations, pick up his man, organize cover and anticipate 

the next move. Speed in attack will force defenders to make split second 
decisions particularly when they are in a weak defensive position. 


Games with possession 


Essence of team games is seeing situations quickly and players deciding 
how they can help each other — and doing it. Small games — game 
situations when player has the ball. Examples: correct running; what 

is a safe angle; safe ball and when to play it. 


Running off the ball 


Don't let your players sprint down the field leaving the player on the ball 
in isolation. This means being in the game without the ball and being 
prepared to receive it any second by running backwards, sideways and 
anywhere to be free and in a position to link up and provide support. 


Two against one — coaching points 


A poor defender will make for the player with the ball. A good defender 
tries to jockey for position keeping himself between opponents and the 
goal, and tries to close the angle. 


- inter-passing is not always the 
best method. 
- use free player to dummy — decoy, 
feinting to pass, etc. 
- a bad square pass, intercepted, can cut both players out 
- attacker should commit defender. Run directly at him. 
Good positional play — a dribble or pass will put defender 
out of the game. 
- do it fast — keep it moving. 


Four against two 


Played in a limited area. It is difficult, because passes will be tighter. 
This practice demands accuracy, sharpness, control. Positions can 
always be found. There should be always two alternatives if your players 
are working. The safest pass is the best pass because this is a game for 
possession. Make the most of changing direction of the game and running. 
Four against two is the re-creation of mid field situations. Major train- 
ing practice is the 'numbers game' played in numerical sequence. If 
number 3 gets ball, it goes to number 4 — etc. 


Games for getting possession 


The object of these games is to teach each player that he has two responsi- 
bilities — one as an attacker, one as a defender. 


The game is basically man-to-man (goalkeeper is included). Players must 
be aware who is marking whom. 
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In man-to-man marking games (5, 6, 7 a side) each player has two jobs. 
As a defender he must prevent his cover from getting the ball. As an 
attacker, he must get free. 


Man-to-man marking disciplines the amount of running each player can do. 
If he runs wild in attaek, he will be missing in defence. When a side loses 
possession, defenders must select cover and get goal side of him within 30 
to 40 yards of ball. Marking must be tight. 


Running and agility 


Because running plays a vital part in the game, the ability to run correctly 
is essential. Therefore, coaching should include the following: 


style and co-ordination of movement 

economy of effort 

speed, especially in getting off the mark from standing or walking 
stamina and endurance 

quick stepping 

swerving, dodging and turning 

feinting 

running backward. 
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The above points should be covered during track work, skills practice, 
field work, minor coaching games, practice games and gym work. 


Another essential required is agility. This includes the ability to jump 
from one or both feet, for height and distance. 


Coaching points 


- jumping off both feet from standing and running 
- jumping off one foot from standing and running 
- co-ordination and quick action 

- muscle power 

- stride jumping 

- jumping with sliding action. 


Soccer conditioning and training 


Conditioning and training are often used as if they were the same thing 
because they are so closely allied in preparing an athlete for competition. 
For instance, the movements and drills an athlete uses to perfect his 
skill are also good conditioning exercises to improve his health and 
muscle tone, 


However, it is still true that a man can be in excellent condition and 

still not be trained in any particular physical skill. An athlete can also 
be highly skilled without having the strength and stamina to perform for 
any length of time, A player may report to the coach at every practice. 
The training he gets may develop his techniques, refine his mechanics 
and timing, so that he is able to demonstrate a highly skilled perform- 
ance. If, in his daily life, the player fails to observe the rules the coach 
has set to maintain his health, strength and stamina, he will be able to 
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perform well for only short periods. If the coach asks him for any extra 
effort he will tire so quickly that he will find it difficult, even impossible, 
to give a top performance. 


It takes a player months to get into condition to perform at his peak, but 
all this work can be undone in a few days. 


Conditioning players for maximum strength, endurance and flexibility 
should begin with a thorough medical examination. Following the doctor's 
clearance, the coach usually advises his players about graded exercises, 
diet, rest, and makes some rules designed to maintain condition. 


Exercise 


The bones-of the body work like levers moved by the muscles. The muscles 
of the arms and legs are attached near the ends of the bones. The weight 

to be lifted is at the free end of the lever and far from where the muscle 

is attached. This arrangement is very convenient for movements of speed, 
but it puts the muscle at a disadvantage in moving against resistance. To 
move against resistance, great strength is required in the form of muscular 
contraction. 


For peak performance in soccer, the muscles must be strong. As a rule, 
the practice of the sport itself is not sufficient to develop the muscles to 
their greatest extent. The addition of strength-building exercises can be 
used to aid in muscle development. 


In many cases, players reach a peak in the skill side of the activity. 

Further improvement is then impeded by their limitations in strength. 

If they will increase their strength, they may extend their peak considerably. 
Exercises used for conditioning and warm-up will vary with each individual. 


Conditioning exercises should be easy to perform and should require no 
special apparatus. The large muscles should receive the most attention, 
since it is through the activity of these muscles that general physical con- 
dition is most improved. 


Warm-up exercises used before practice or games have some immediate 
effects. 


- they increase body temperature to that most favorable for muscular 
activity 


- they improve muscle tone 
- they shorten the length of the relaxation period 


- they prevent the effects of possible early contraction 


- they decrease the chance of injury 


Sometimes a general strength test can be given to a squad to determine if 
some of them lack strength in important muscles. Some of these weak 
areas may be found in the forearms, wrists, hands, pectoral region, 
shoulder girdle, pelvis, spine erectors, lumbar region, abdomen, legs, 
and feet. The shoulder girdle and pelvis regions especially require rugged 
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support and stability, giving sturdy anchorage against powerful arm and 
leg action. The muscles of the feet require strength for starts and changes 
in direction. These should be strengthened by special exercises. 


Conditioning exercises 


The object of these exercises is to provide a vigorous warming-up process 
to exercise and combat stiffness, and to gear the player for the more 
difficult and strenuous phases of actual play. Tempo and technique are 
important. Tempo in relation to continuity and cadence, technique in 
relation to the application of the exercises. Any of the PT formations 
can be used to advantage. The coach should set the tempo of the lesson, 
aiming at maximum activity, and he should encourage or criticize as the 
occasion warrants. After strenuous road-runs, a gradual easing-up is 
evidenced in the group. If the player is to be geared to top condition, 
more and more demands will have to be made on him. The following 
series of exercises represents, in part, the 90 minutes of playing. 
Drive should be the governing factor throughout the period. 


Feet short astride Both arms circling forward 
vigorously 

Arms sideways Trunk bending (forward, L & R) 
press head to knee 

Arms upward bend Trunk circling L & R 

Arms close to sides Trunk bent forward, press 
both hands 

Sitting, feet apart Trunk and head turning L & R 
alternate, arms swinging 

Sitting, feet apart Head pressing to knee L & R 
hands on ankles 

Back lying, hands Trunk raising and lowering 

behind head 

Back lying, hands Feet together, heels 6" off the 

behind head floor, cycling, legs pumping 

Back lying, hands Heels together, alternate leg, 

behind head fluttering, legs raising 

Back lying, hands Heels together L & R circling, 

behind head feet together 

Back lying, back support Feet above head, cycling 

Back lying, back support Feet above head, alternate leg beat 

Back lying, back support Feet above head, double leg beat 

Back lying, knee bent Relaxed position, breathing 

Back lying, hands behind Half sit-ups 


head, knees bent 


54 


Before starting the exercises, the coach may find it a good idea to employ 
a system of pressure training to combat the psychological tendency to ease 
off toward the end of the period. 


The relaxation factor should be taken care of while the group is in the 
horizontal position. Enumerating the muscle groups to be isolated, the 
coach should try to identify relaxation as a physiological skill, as opposed 
to psychological, by virtue of repetition and the acquisition of good habits. 


Ankles should come in for extra attention. The coach should be on the 
alert to detect ankle weaknesses. The following exercise is suggested 
to increase ankle mobility. 


1 minute each leg Ankle manipulation. 
While sitting manually, 
revolve the foot to the 
point of discomfort. 


Seasonal fitness 


The following are the divisions of the working year of the ordinary player — 
out-of-season, pre-season, early season, peak season, late season. 


The out-of-season types of training and points for consideration during this 
period are given as a guide on which training schedules to suit individual 
requirements may be used. 


Out-of-season 


Games 


There should be no season in the year when a player allows himself to 
become unfit. This does not mean that he attempts to keep in peak 
condition throughout the twelve months, but that he must maintain a 
standard of basic fitness. His ability will also determine the type of 
training which he will need to perform out-of-season. He must get down 
to the really hard work of learning technique during the winter months 

so that some of the fundamental movements may be almost automatic and 
technically perfect before the start of the competition season. 


An experienced player, who has a well-established and sound technique, 
need not spend so much time learning technique, except to eliminate any 
faults developed during the previous season. All players whether exper- 
ienced or not, should devote at least ten minutes daily to exercises. 
Another method of helping maintain basic fitness is a brisk walk of 

two miles daily. 


Basketball, badminton, handball, and volleyball act as a mental rest from 
athletic training and help maintain fitness. Swimming is valuable for 
breathing and all round physical development, but should not be carried 
into the competitive season. 
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Program 


Each player must consider his own particular requirements and assist his 
coach to work out a suitable program. Assuming that the player can keep 
himself basically fit during the off season he will need very little intensive 
training or conditioning. The program of work should flow smoothly from 
out-of-season to season without violent changes in routine. 


Warm-up 


A work out should always be preceded by a thorough limber up. Limbering 
up should last from 20 minutes to half an hour and it should be done in a 
track suit. The object of limbering up is to warm the body gradually and 
to ensure that the heart and lungs are prepared for the harder work to 
follow. Muscles are less liable to injury when they are warm. 


Weight training 


Weight training can play a valuable part in training and an increasingly 
large number of outstanding players include it in their schedules. The 
aim of weight training is to develop maximum strength. Any weight 
training program for a player must be composed and supervised by an 
experienced coach who has a thorough knowledge of the principles involved 
and the methods of application. Care must be taken that the schedules 
devised are progressive and effective. 


re soe 


Warm-up. One set of 10 continuous repetitions. Bar bell to the 
floor, then overhead. Normal breathing. 
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Press. Five sets of five repetitions. Start with bar at shoulder 
level. Keep back straight and knees locked. Raise bar overhead. 
Inhale as bar lowered to shoulder level. Hold breath until bar 
raised to arm's length again. | 
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Curls. Two sets of 10 repetitions. With palms up, hold bar at 
hip level, arms fully extended. Keep back straight and knees 
locked. Inhale as bar curled to shoulder level. Exhale as bar 
lowered. 


a ay 


Deep knee bend. Two sets of 10 repetitions. Start with bar on 
back of neck. Inhale. Hold breath. Keep back straight, thighs 
parallel to floor as knees bent. Exhale as legs straightened to 

standing position. 


Pull-overs. Two sets of 10 repetitions. Start with bar bell held 
at arm's length over chest. Inhale high in chest as weight lowered. 
Let it just touch floor. Pull weight at back to first position with- 
out relaxing. Exhale at starting position. 


Dead lift and shoulder shrug. Two sets of 10 repetitions. Start 
with bar bell held at hip level. Keep knees locked. Bend to touch 
floor. Straighten up. Pull shoulders up and roll them back. Ihhale 
high in'chest. 
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Sit-ups and leg raises. Use 10 to 25 pounds on the bar here. Lie 
flat, bar behind neck. Alternately sit up and raise legs from hips. 


Bench press. Two sets of 10 repetitions. Start with bar bell 
extended full arm's length over chest. Inhale as weight lowered. 
Hold breath, until weight pressed to arm's length again. Breathe 
high in chest, through mouth. Take in a lot of air. 


ho Ho 


Straddle hops. One set of 30 repetitions. Lift bar bell to 
shoulders. Weights held down by hands. Breathe normally. 
Hop on toes, feet in and out. 


Food, rest, smoking, drinking 


There are so many views that it is impracticable to lay down hard and 

fast rules. In general, the player should eat foods that produce strength 
and energy. As far as possible the player's food consumption and his 
mealtimes should coincide with his normal arrangements. A sudden 
change over to special mealtimes, etc. is quite likely to have a detrimental 
effect. Smoking and drinking should be curtailed as much as possible and, 
if necessary, cut out altogether. 


Amount of training 


The amount of time devoted to training will depend on a combination of 
factors: age, natural ability and physique, time available. 


Intensity of purpose 


From the very beginning of the player's out-of-season training program, 
an intensity of purpose must be created in him. Both player and coach 
must devote themselves wholeheartedly to attaining the target they have 
set themselves and the team or little success can be expected. 
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Mental attitudes 


The psychology of coaching is a subject too broad and exacting to 
attempt to cover in a manual of this nature. 


Those interested in this aspect will find useful information in books 
available in reference libraries in Ontario such as Building Morale; 
Spectatoritis; Teachable Moments — all by Jay B. Nash. A new book 
edited by William P. Morgan contains articles by many sports authori- 
ties. It is entitled Contemporary Readings in Sport Psychology and is 
published by Charles C. Thomas Co. , 301-321 East Lawrence Avenue, 
Springfield, Illinois, 62703, U.S.A. 


However, to put it very simply, the game should give each player the 
opportunity to improve his skills, to act in situations that are satisfying, 
socially sound, physically wholesome and mentally stimulating. 
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OBSERVATIONS ON THE LAWS OF THE GAME 


The International Football Association Board established in 1883 agreed 

that the laws of the game should apply in every country; consequently it 

was possible for international matches to be played on a recognized common 
basis. This Board still functions, and no alteration in the laws is valid until 
it has authorized the change. The Board consists of representatives from 
the football association of England, Scotland, Northern Ireland and Wales 
with one vote each, and representation from the International Federations 

of Football Associations (F.I. F. A.) with four votes. 


The laws have two main objects:- the control of the game and the protection 
of those who play. 


The laws apply equally to amateur and professional players, to senior and 
to junior clubs, to competitive and non-competitive games — granting 
certain relaxations for very junior matches such as those between school- 
boys. While the principles of the laws are applicable universally, it is 
permitted to leagues or competitions to adjust Law 7 (duration of the game) 
by including a specific rule in their regulations, permitting matches under 
their jurisdiction only, to be played in equal periods of less than 45 minutes 
to meet local conditions of daylight or climate. 


The International Federation of Football Associations made a submission to 
the International Board regarding the replacement of an injured player up to 
half-time. 


Other than these, the laws do not give authority to any national association 
or subordinate body to vary the conditions laid down. Football is a game 
to be played according to the existing laws. Local misapplication of law 
is no justification. 


Law 1 
Field of play 


Varying dimensions permit the game to be played almost anywhere. A 
practical size is that laid down for international matches, between 110 
and 120 yards long and 70 to 80 yards wide. 


Marking 


The field of play should be marked with a white or colored line in liquid 
material. Marking and material should not constitute a danger or inter- 
fere with the play. (V shaped ruts are wrong and so are protrusions above 
the ground. ) 


Markings must be visible but not wider than 5 inches. The only constant 
measurement is that between the two goalposts, 8 yards, because all other 
ground markings around each goal are based upon this. All markings are 
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Law 2 


Law 3 


Law 4 


within the areas delineated. The penalty area is 44 yards wide, 8 yards 
between the goalposts plus 18 yards on either side. The actual line is the 
outside edge of each marking. The true touch line is the outside edge of 
the touch line marking. 


Nets 


The goalnets may be made of nylon providing the strings are not so thin 

as to constitute a danger to the players. Nets are not compulsory but each 
National Association can order them. If nets are used, they must be fixed 
to the goalposts and to the crossbar in such a way that the ball will not hit 
the supports to which they are fixed. 


The ball 


It is the duty of the home club or association to ensure that there is an 
adequate supply of regulation soccer balls available. It is travesty of 

the game to suppose that referees should be equipped with apparatus to 
measure the size or weights of the balls. The outer case should be of 
leather, and during wet weather the surface may be sprayed with a cover- 
ing of water-proof substance. 


Although a referee is empowered to refuse to allow a match to be played 
if the ground or ball is really unfit for play, his work is to ensure that the 
match is played if at all possible. 


Number of players 


The law specifies the maximum number of players allowed, not the mini- 
mum, and this has been left to the jurisdiction of the National Associations. 
It is a question of common sense or of a competition rule. 


A player arriving late for a match may enter the field at any time with the 
referee's permission. 


The referee must be notified of any change of goalkeeper during the game, 
including a change at the half-time interval. 


Dangers 


The referee is the sole judge of what constitutes a danger. If a player is 
obligated, following doctor's orders, to protect an elbow or some other 
part of a limb with a plaster bandage, the referee has sole power to decide 
if this constitutes a danger to other players. 


Heavy rings or buckles may be considered dangerous. All studs get worn 
with time and, if not replaced, may become dangerous to the players. 
Referees must be asked to check boots frequently and to intervene if the 
law is not respected. The law does not say what material may be used for 
making boots. Apart from leather, any material (canvas, sail-cloth, nylon 


for the soles, etc.) is allowed, provided it does not represent a danger to 
the players. 
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Law 5 
Duties and powers of the referee 


Laws are precise in many details and the referee and his linesmen must 
have them at their fingertips. 


Department of the referee and his assistants before the game in the dress- 
ing room, after the match, and in dealing with team officials must be above 
criticism or any suggestion of partiality. 


There must be pre-match consultation between the three officials to determine 
the essential points — e.g., method of signalling when the ball is out of play, 
which side is entitled to the throw-in, corner or goal-kick in case of doubt. 


The positions to be taken up at each phase of the game must be decided. 


The referee must instruct the linesmen concerning pre-match examination 
of the goalnets, etc. 


The referee must outline the general system of control which he proposes 
to use, e.g. diagonal system, etc. 


Special duties of the linesmen must be designated, e.g. at the throw-ins, 
linesmen should watch for foot faults while the referee notes hand faults. 


The referee should advise the linesmen of the signal that he will use to 
indicate he has seen a linesman's flag but has decided to allow the play 
to continue. 


All watches must be checked with the referee's. 


A senior linesman to be designated, ready to take over from the referee 
in case of need. 


Any other special matters on which the referee may require help from the 
linesmen should be settled. 


Other points for referees to keep in mind 


Avoid color clash with the players. There is no need to be over-decorated 
with badges, etc. One is enough. 


Often the hand signal can be used to minimize the use of the whistle. 


A referee must not only be neutral, he must appear to be neutral. 


Remember the value of imperturbability, of coolness in crisis, of always 
looking and acting the part. 


Act promptly on each and every occasion that calls for definite action. 
Refuse to be awed by players, club officials or spectators. 
Keep your cool even in difficult situations. 


Keep up with the play and instantly appreciate intention to foul: to recognize 
who played the ball last when off-side decisions are required, etc. 
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Law 6 


Law 7 


Law 8 


Although the laws allow the players a certain amount of liberty, they do 
not permit that liberty to become license and bring the game into discredit. 


Learn how to deal with the unruly players. A word of advice, or a caution; 
what to say and how to say it. If dismissal is necessary it should be carried 
out without becoming demonstrative. 


Remember to raise the arm above the head for an indirect free kick before 
giving the signal for it to be taken. 


Linesmen 


The linesmen must clearly understand that they are assistant referees; 

the referee makes the decisions. When they raise the flag it is a signal 
only, and the ball will remain in play until the referee gives his decision. 
Linesmen must clearly understand that the entire ball is over the boundary 
line, before they call it out of play. Stress this to club linesmen. The 
qualified linesman can call the attention of the referee to incidents of mis- 
conduct which may have escaped his notice and must be ready to give a 
definite opinion on any point if consulted by the referee. 


The game must consist of two halves. The referee has no power to set 
aside the rules of the competition where the exact time to be played is 
specified. 


Allowance shall be made in either period for all time lost through accident 
or other causes (time-wasting etc.) at the referee's discretion. 


Time shall be extended to permit a penalty kick to be completed at or after 
the expiration of the normal period in either half. Players are entitled to 
an interval of 5 minutes in the dressing room where these exist. 


In a cup competition if extra time is needed, there must be a new toss for 
choice of ends, etc. 


Starting the game 


The referee's whistle does not start the game. The game starts when the 
ball has moved its circumference into the opponents' half of the field, 
provided there has been no kick-off for offence. Remember that no kick- 
off is required if a goal is scored at half-time and time expires before 
the kick-off is possible. 


When does a referee drop the ball? When the cause of the stoppage was 
something not punishable by law but involving a stoppage of the game by 
the referee, e.g. injury, deflated ball, etc. The ball should be dropped 
from waist level between two opposing players in order to have proper 

control of the play and avoid any pushing incidents, etc. Don't bend too 


low when dropping the ball. You may get a player's knee in your face. 
The ball must be dropped again if touched before it strikes the ground 
and is not properly in play. 


There can be no off-side at dropped ball. If a player fouls an opponent 
outside the boundary of the field while the ball is in play, the referee 
shall stop play, keeping in mind of course the advantage rule, and caution 
or send off the guilty player. The game shall be re-started by a dropped 
ball at the place where it was in play when the game was stopped. No 
free kick of any sort can be given for a foul outside the boundaries of 

the field. 


Law 9 
Ball in play 


The ball is out of play when it has wholly crossed the outer edge of the 
boundary lines when the referee has blown his whistle to stop play. 


It is in play at all other times including: 


When it rebounds from a goalpost, crossbar or corner post into the field 
of play 


When it rebounds off either the referee or linesmen when they are on the 
field of play 


In the event of a supposed infringement of the laws, until the referee stops 
play. (Play to the whistle, not the flag.) Referee should wave play on and 
shout "play on!" if there has been a possible infringement, while he is 
ruling as accidental or if he is applying advantage law. 


Is the ball in or out of play in these circumstances ? 


— rebounding from the centre flag-staff 
— rebounding from the linesman on patrol on the touch line 
— rebounding from overhanging foliage, etc. 


Law 10 
Scoring a goal 


Be sure that the ball is wholly over the goal line. A side view of the goal 
is best to rule on this. Be sure that it has not been played improperly by 
an attacking player, particularly if this player's back is to you. 


A goal can be scored with the hand or arm by a defending player, anda 
goalkeeper in his own penalty area can score a goal by throwing the ball 
into his opponent's goal. 


A goal cannot be scored unless the ball completely crosses the goal line. 
For this reason, the decision of the International Football Association 
Board that a goal may be allowed by the referee if, at the moment when 
the ball was just passing the goal line, it was prevented from doing so by 
a falling crossbar, is not in accordance with the law. The Board has been 
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asked by the International Federation of Football Associations to cancel this 
decision which appears on page 26 of the Football Association Referee's 
chart 1957-58. 


Law 11 
Off-side 


Its origin: off the strength of his side — so not entitled to any privileges. 
Once off the strength, the player cannot put himself back on the strength 
(on-side). This has to be done by somebody else, i.e. a colleague with 

the ball or the opponents. 


Essential factors in understanding this law 


— the position of the ball 

— the position of the defender(s) 

— the position of the defender himself 

— the position of the player's colleague with the ball 


Reliefs 


— own half of field when ball played by colleague 

— two or more opponents nearer to their goal line 

— opponent last played ball 

— ball received direct from goal kick, throw-in, corner or dropped ball 


Role of the referee 


A player in an off-side position shall not be penalized unless in the opinion 
of the referee the player himself is doing something or is seeking to gain 
unfair advantage (actual not just potential). 


It is the opinion of the referee alone that can decide. The linesman in 
position signals that there is an attacker in an off-side position. The 
referee notes the indication, but he alone decides if, when in the off-side 
position, the player is infringing the law. There must be complete co- 
operation between the referee and linesman in this respect and the lines- 
man must never disagree with any final decision from the referee. A 
linesman must always position himself as nearly as possible level with 
the second to last defender, i.e., with the defender other than the goal- 
keeper (practically speaking) nearest to the defending goal line. Don't 
judge off-side from an angle, particularly if the players concerned are 
far apart. 


Law 12 
Intention 


Without doubt, one of the most vital laws in the book is the importance 
of the word intention, i.e. accident versus wilful or deliberate action. 


There can be such things as accidental kicking, striking, tripping or 
handling the ball. 
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It is hands if the hand or arm strikes the ball, or if a player intentionally 
makes himself wider by stretching out his arm and the ball strikes it. 


Jumping at an opponent is an offence. In some circumstances it might be 
ruled dangerous. 


In a fair charge the shoulder must be used but not in the opponent's chest 
or back. A charge from behind is permissible if opponent is obstructing. 


The violent charge is body checking the opponent with violence. Watch for 
stooping-down, holding-off, raising inside leg, knee-nudging, ankle-tap- 
ping and the use of buttocks. 


Obstruction is not an offence if a player is playing the ball, or isina 
position to do so, there is such a thing as legal obstruction. Obstruction 
is not a means allowed to protect the goalkeeper. The defender who 
obstructs in order to protect the goalkeeper without playing the ball or 
without intending to play it, must be punished by an indirect free kick. 


A goalkeeper may be charged if he is holding the ball. If an opponent 
advances toward a goalkeeper in possession of the ball, a referee must 
not anticipate that he intends to attack him unfairly. The referee must 
not interfere, unless a foul is actually committed. After all, a player 

in possession of the ball in the field may be tackled; so also may the goal- 
keeper if it is done in accordance with the laws. Watch for the goalkeeper 
carrying the ball more than four steps without bouncing it; just touching 
the ball to the ground is not permissible. A goalkeeper outside his goal 
area is just like any other player. He may be charged fairly if the ball 

is in playing distance and an opponent is trying to play the ball. The goal- 
keeper may be charged fairly at any time if he has possession of the ball. 


The indirect free kick in the penalty area was not a means of escape from 
the responsibility of giving a penalty kick. Obstruction can only be caused 
by the body or buttocks — any unfair contact with the hands, arms, feet or 
legs is an offence. 


Law 13 
Free kick 


The free kick is compensation for a loss sustained through unfair tactics. 
If no such loss is sustained by the non-offending team, then the referee 
should not intervene unless a serious offence is committed. The referee 
cannot give the non-offending team two chances, e.g. the attacker is 
tripped but the ball goes to an unmarked colleague in a favorable position. 
The referee lets the play go on but the ball is put over the bar. The 
referee cannot now blow for the infringement if he did not do so in the 
first place. 


The direct free kick is given for a deliberate foul. The indirect free 
kick for infringement. 

Class offences as deliberate fouls or infringements. The advantage rule 
should be applied if a player takes a free kick before his opponents are 
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exactly ten yards from the ball. If in the opinion of the referee, no sharp 
practice or advantage or benefit was attempted by the player taking the kick, 
a free kick quickly taken is in order. 


The advantage rule must not not be applied too widely. For instance, a 
deliberate foul must often be punished by a free kick to make the offender 
realize that his infraction has been seen, even if it would appear to be an 
advantage to his opponents to continue play. Obviously, in a situation out- 
side the penalty area where a goal is about to be scored, the referee would 
allow the advantage and then deal with the defender who committed the 
serious foul. 


Law 14 


Infringements 


A penalty kick is straightforward except when a player of the attacking side 
infringes the law, or when a player of the defending side infringes the law. 


When attack infringes and goal is missed, it is ended so you may ignore it. 
If goal is scored direct, nullify and re-take. 


When defence infringes and goal is missed, ignore the missing and re-take. 
If goal is scored, ignore the infraction. The goal stands. 


When kicker infringes by not playing the ball forward or playing the ball 
twice, stop the play. There is an indirect free kick against the attacker. 


Be on the lookout for these happenings at the penalty kick: 


— the ball strikes the woodwork and rebounds directly 
to the kicker 
— the possibility of an attacker being in an offside position 
— receiving the ball directly from a rebound from the woodwork 


Penalty kicks often imply serious fouls by the offender. Therefore he can 

be sent off or cautioned in addition to the award of the penalty kick. Be sure 
you know when a penalty kick is regarded as being completed at the expiration 
of time at half and full time. 


The position of the officials at the taking of the penalty kick is very important. 
Here are examples of how players try to evade the law — 


— goalkeeper moving 

— players encroaching 

— ungentlemanly conduct by the defence as the kick is being taken 
— trying to disconcert the kicker 


It is permissible to change goalkeepers at a penalty kick or a re-taken penalty 
kick if the referee is informed. The same applies to the kicker at a re-taken 
kick. 
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Ibnaw 15 
The throw-in 


If a player, about to take a throw-in, is standing correctly near the touch 
line and an opponent takes up a position just inside the field of play and 
seeks to prevent the throw-in from being made, the thrower should throw- 
in from a position away from the touch line. 


If the ball, when thrown, touches the ground outside the touch line, the 
throw-in must be repeated. 


If the ball touches the line and goes into the field of play, the throw-in is 
correct. 


The player who is throwing-in must be facing the field, i.e., looking 
toward the field. His feet may be parallel with the touch line if his body 

is turned so that the referee, the players, and the linesmen can see that 

it is his intention to throw the ball into play. The exact direction of the 
feet or the body is not of great importance if no unfair practice is intended. 
The player may throw the ball against another player, ina fair but not a 
dangerous way, and play the ball again later. 


Law 16 
The penalty area 


Make it clear that the ball is not in play until it has passed beyond the 
penalty area. It must be re-taken if played by a second player, before 
it is in play. 


Law 17 
The corner kick 


Make sure that the corner flag is not moved. Keep the flag upright. The 
opponents must stand ten yards from the ball. They cannot be off side 
direct from corner kick. 


— note the alternative position for the referee at corner kicks 

— watch for interference on the goalkeeper by the attackers 

— the singularity of the corner kick is the only form of direct 
free kick awarded for something that is not intentionally foul. 


Summary 


The laws of the game are general guides to conduct on the field of play. 
They are not intended to cover every possible form of misconduct, either 
of the individual or of technical performance, real or hypothetical. 
According to the laws, the referee is permitted to use his own discretion 
and indeed is instructed to do so, as in those sections worded, 'If in the 
opinion of the referee’. 


In themselves, the laws cover most practical points, but they guard 
against any forgotten abuse by empowering the referee to deal with such 
problems as ungentlemanly conduct. The laws deal with certain types of 
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misconduct, but leave others to the common sense of the referee (an 
example of the 18th Law). Referees, in case of doubt, use common sense. 
See that two teams play an enjoyable game without unnecessary interruption 
or interference. 


Alterations and Decisions 
Here are the latest alterations to the laws of the game and the International 
Board decisions which are now effective so far as the general administration 
and the control of soccer football throughout the world is concerned. These 
alterations are incorporated in the 1965 Universal Guide to Referees (Fol. Ag 
and the 1965 F. A. of England Referees' Chart. 


Law 2 — The ball 


The first paragraph now reads: 

The ball shall be spherical; the outer casing shall be of leather or other 
approved materials. No material shall be used in its construction which 
might prove dangerous to the players. 

The International Board Decision 2 now reads: 

The International Board, from time to time, shall decide what constitutes 
approved materials. Any approved materials shall be certified as such by 
the International Board. 


Law 3 — Number of players 
The punishment clause now reads: 


Punishment: If, without the referee being notified, a player changes to 
goalkeeper during the game, and then handles the ball within the penalty 
area, a penalty kick shall be awarded. 


Note: The remainder of the punishment clause has been deleted and has 
been included as a new International Board Decision under Law 12. 


Law 12 — Fouls and misconduct 


International Board Decision 1 now reads: 


If the goalkeeper either intentionally strikes an opponent by throwing the 
ball vigorously at him, or pushes him with the ball while holding it, the 
referee shall award a penalty kick, if offence took place in the penalty area. 


New International Board Decision 14: 


Any player leaving the field during the progress of the game (except through 
accident) without the consent of the referee, shall be deemed guilty of un- 
gentlemanly conduct and shall be dealt with accordingly. 


Law 13 - Free kick 


The second paragraph is deleted and the following substituted: 

When a player is taking a direct or an indirect free kick inside his own 
penalty area, all of the opposing players shall remain outside the area, 
and shall be at least ten yards from the ball while the kick is being taken. 
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Law 13 - Misinterpretation - F.I. F. A. Ruling 


The F.I. F. A. Referees' committee decided in December, 1964 that: 

"If a player is guilty of deceit before a kick is taken, the player shall be 
cautioned and the kick properly taken. '' The Committee re-stated its opinion 
that when a direct or indirect free kick is taken, if the first player jumps 

over the ball and the second player then runs behind and takes the kick properly, 
this should be considered as part of the tactics of the game. The attention 

of F.I. F. A. has been drawn to instances where referees have interpreted 

this decision in a more literal manner and even punished attacking players 

and awarded free kicks against them. This, of course, is contrary to the law. 
A player must be cautioned for an incorrect free kick, and the free kick taken 
properly. 

The ball shall be in play immediately it has travelled the distance of its own 
circumference and is beyond the penalty area. The goalkeeper shall not receive 
the ball into his hands, in order that he may thereafter, kick it into play. 

If the ball is not kicked directly into play, beyond the penalty area, the 

kick shall be re-taken. 


When a player is taking a direct or an indirect free kick outside his own penalty 
area, all of the opposing players shall be at least ten yards from the ball, 

until it is in play, unless they are standing on their own goal line, between the 
goalposts. The ball shall be in play when it has travelled the distance of 

its own circumference. 


If a player of the opposing side encroaches into the penalty area, or within 
ten yards of the ball, as the case may be, before a free kick is taken, the 
referee shall delay the taking of the kick, until the law is complied with. 


The ball must be stationary when a free kick is taken, and the kicker shall not 
play the ball a second time, until it has been touched or played by another player. 


Law 14 - Penalty kick 


Punishment clause (b) now reads: 


For any infringement by the attacking team, other than by the player taking the kick, 
if a goal is scored by this: player the goal shall be disallowed and the kick re-taken. 


International Board Decision 6 reads: 


If a colleague of the player taking the penalty kick encroaches into the penalty 
area before the ball is in play, and the ball rebounds into play from the goalposts, 
the crossbar or the goalkeeper, the referee shall stop the game and caution 

the player at fault. The game shall be restarted by an indirect free kick. 

(Would apply advantage rule as well). 


Law 15 - Throw-in 
The third and fourth sentences now read: 
The thrower shall use both hands and shall deliver the ball from behind and 


over his head. The ball shall be in play immediately it enters the field of 


play, but the thrower shall not again play the ball until it has been touched 
or played by another player. (The remainder of Law 15 remains the same). 
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FIRST-AID 


The immediate and temporary care given an injured player until the doctor 
arrives minimizes the aggravation of injury and may speed recovery. To 
this end, it is recommended that: 


All games include pre-arranged procedures for obtaining emergency first 
aid, transportation, and medical care. 


All coaches and trainers be competent in first aid techniques and procedures. 


All players be properly immunized as medically recommended, especially 
against tetanus and polio. 


To protect the player at time of injury, follow these first steps for first aid: 


STOP play immediately at first indication of possible injury or illness. 


LOOK for obvious deformity or other deviation from the player's normal 
structure or motion. 


LISTEN to the player's description of his complaint and how the injury 
occurred. 


ACT, but move the player only after serious injury is ruled out. 


EMERGENCY PHONE NUMBERS 


Doctor Phone 

Doctor. = = Se eee ee one 

Hospitale. === oe ee ee Ambulance 

Police” (a ee eee OLNOR 


Bones and joints 


Fracture — never move player if fracture of back, neck, or skull is sus- 
pected. If player can be moved, carefully splint any possible fracture. 
Obtain medical care at once. 


Dislocation — support joint. Apply ice bag or cold cloths to reduce swelling, 
and refer to physician at once. 


Bone bruise — apply ice bag or cold cloths and protect from further injury. 
If severe, refer to physician. 


Broken nose — apply cold cloths and refer to physician. 


Heat illnesses 


Heat stroke — collapse with dry warm skin indicates sweating mechanism 
failure and rising body temperature. 


THIS IS AN EMERGENCY: DELAY COULD BE FATAL. 
Immediately cool player by the most expedient means (immersion in cool 
water is best method). Obtain medical care at once. 


fo) 


Heat exhaustion — weakness with profuse sweating indicates state of shock 
due to depletion of salt and water. Place in shade with head level or lower 
than body. Give sips of diluted salt water. Obtain medical care at once. 


Sunburn — if severe, apply sterile gauze dressings. Refer to physician. 
Impact blows 
Head -- if any period of dizziness, headache, incoordination, or unconscious- 


ness occurs, obtain medical care at once. Keep player lying down. If unconscious, 
give nothing by mouth. 


Teeth — save teeth if completely removed from socket. If loosened, do 
not disturb. Cover with sterile gauze and refer to dentist at once. 


Solar plexus — rest player on back. Moisten face with cool water. Loosen clothing 
around waist and chest. Do nothing else except obtain medical care if needed. 


Testicular — rest player on back and apply ice bag or cold cloths. Obtain 
medical care if pain persists. 


Eye — if vision is impaired, refer to physician at once. With soft tissue 
injury, apply ice bag or cold cloths to reduce swelling. 


Muscles and ligaments 


Bruise -- apply ice bag or cold cloths, and rest injured muscle. Protect 
from further aggravation. If severe, refer to physician. 


Cramp — have opposite muscles contracted forcefully, using firm hand 
pressure on cramped muscle. If during hot day, give sips of diluted salt 
water. If recurring, refer to physician. 


Strain and sprain — elevate injured part and apply ice bag or cold cloths. Apply 
pressure bandage to reduce swelling. Avoid weight bearing. Obtain medical care. 


Open wounds 


Heavy bleeding — apply sterile pressure bandage using hand pressure if 
necessary. Refer to physician at once. 


Cuts and abrasion — hold briefly under cold water. Then cleanse with mild soap 
and water. Apply sterile pad firmly until bleeding stops, then protect with 
more loosely applied sterile bandage. If extensive, refer to physician. 


Puncture wound -- handle same as cuts, and refer to physician. 
Nosebleed -- keep player sitting or standing; cover nose with cold cloths. 
If bleeding is heavy, pinch nose and place small cotton pack in nostrils. 
If bleeding continues, refer to physician. 

Other concerns 


Blisters -- keep clean with soap and water. Protect from aggravation. If 
broken, trim edges with sterilized equipment. If extensive or infected, refer 
to physician. 

Foreign body in eye — do not rub. Gently touch particle with point of clean, 
moist cloth. Wash with cold water. If unsuccessful or pain persists, refer 
to physician. 

Lime burns -- wash thoroughly with water. Apply sterile gauze dressing 

and refer to physician. 
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REFEREE'S ASSESSMENT FORM 


Name of referee 

On 

League or competition 
Weather conditions 


State of ground 


PART A — GENERAL ASSESSMENT 
To be based on your answers to the following questions: 


@ Was the game easy or difficult to referee? 

® Does the referee look and act the part? 

® Is he completely impartial? 

@ Does he control the game with confidence and efficiency ? 
@® Was he right in his decisions ? 


4-Excellent; 3-Good; 2-Moderate (Fair); 1-Weak; 0- Unsatisfactory 
(Plus or minus may be added to these marks where necessary. ) 


MARK 


General Remarks 


PART B — DETAILED REPORT 


Give a brief report on the following factors and also a mark, using the above scale 
of assessment. 


Personal qualities 


Appearance (dress, bearing, etc.) 
MARK 
Fitness (actual state of fitness, fast, slow, good or poor stamina) 


MARK 
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Personality (cheerful, anxious, unflurried, panicky, confident, uncertain, 
quick thinking, hesitant, modest, showy, etc.) 


MARK 


REFEREEING ABILITY 


Impartiality (crowd influence, facing up to difficulties, swayed by results, etc. ) 


MARK 


Control (attentive to details but afraid of major issues, use of linesmen, 
clearness of decision, whistle and signals, etc.) 


MARK 


Correctness in decisions (technical points and fact of law where referee wrong) 


MARK 


PARL C 


Suggestions which you think would help the referee to improve his efficiency in 
refereeing a game: 


Signed 
Date 


To be returned in a sealed envelope and marked "Confidential" to: 


REGION 1 


REGION 2 


REGION 3 


REGION 4 


REGION 5 


REGION 6 


REGION 7 


REGION 8 


REGION 9 


REGION 10 


CONSULTANTS — YOUTH AND RECREATION 
REGIONAL OFFICES, ONTARIO DEPARTMENT OF EDUCATION 


10 Water Street 


Thunder Bay 344-9601 
18 King Street 
Dryden 223-2271 


1349 Lasalle Boulevard 
Sudbury 566-3480 


Transportation & Communications 


Building 
McKeown Avenue 
P.O. Box 3020, North Bay 


474-7210 


759 Hyde Park Road 
London 73 472-1440 


279 Weber Street North 
Waterloo 576-2512 


374 Seventh Avenue 


Hanover 364-1626 


15 Church Street, Suite 402 
St. Catharines 684-1123 


40 Eglinton Avenue East 
Toronto 315 365-5026 


Heron's Hill Bldg., Ste. 3201 

2025 Sheppard Ave. E 

Willowdale, 491-0330 
or 365-5305, 5306, 2370 


1082 Princess Street 
Kingston 546-2641 


220 Dundas Street East 
Belleville 968-9800 


1320 Carling Avenue 
Ottawa 722-6534 
K1Z7K9 


Serving: 
District of Thunder Bay and 
isolated communities in Patricia 


Districts of Kenora, Rainy River 
and southern Patricia 


Districts of Algoma, Sudbury, Manitoulin 


Districts of Muskoka, Timiskaming, 
Parry Sound, Nipissing and Cochrane 


Counties of Middlesex, Elgin, Kent, 
Essex, Lambton and Huron 


Counties of Waterloo, Perth, 
Wellington, Oxford and Brant 


Counties of Grey and Bruce 


Counties of Lincoln, Haldimand 
Norfolk, Welland and Wentworth 


Counties of Simcoe, Dufferin, Halton 
Peel, City of Toronto, Boroughs of 
Etobicoke and York 


Counties of York, Ontario, Victoria, 
Haliburton, Boroughs of North York, 
East York and Scarborough 


Counties of Lennox and Addington 
Frontenac, Leeds, Grenville 


Counties of Durham, Northumberland, 


Peterborough, Hastings, Prince Edward 


Counties of Renfrew, Lanark, Carleton, 


Russell, Prescott, Dundas, Stormont 
and Glengarry 
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